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INTRODUCTION

Thank you for your recent purchase of
Witt's Notes. You have just joined hun-
dreds of fellow adventurers worldwide who
demand the very best in adventuring. Witt's
Notes are available for an ever growing num-
ber of adventure games.

This hint book should give you all the
answers you need to successfully complete
your adventure. In addition, you should
find the maps clear and very easy to follow.

For more information about our hint
service, software, posters, save disks and
more consult our most recent catalog. Also,
it contalns all of the pricing, including
the quantlity discounts.

Thanks,

Kyle

Copyright 1984 Witt's End Assoc.

All Rights Reserved. No part of this
booklet may be reproduced by any means,
electronlc or mechanical, without permission
ih writing from Witt's End Assoc.
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HOW TO USE THIS BOOKLET

As we advertised, this hint book is
laid out in such a way that you get the
clues you need and no unwanted answers.
Therefore, many answers are encoded, as
well as several hidden questions.

We have tried to make the unencoded
questions as general as possible, but
only you can ensure that the book is used
properly. That means no translating
answers randomly and no looking at the
back of the book until you have complet-
ed the game.

We advise that you read the General
Hints section before going on to any of
the specific clues. The general hints
section provides information pertaining
to background, parser, author's style
and overall purpose.

Please decode only one hint at a
time. We feel that you can get the most
out of your adventure by discovering
things for yourself. The hints should be
used only when you are completely baffled
by the situation.

Do not pay too much attention to the
questions either. We have thrown in a
couple of false questions to throw you
off guard. Also, we have provided a
complete list of objects which you can
use, but you may see items there you have
not yet found.



THE CODE

To help ensure secrecy for the por-
tions of the game as yel unexplored by
the player, Witts' End provides a code
quite simple, yet cryptic enough to avoid
gnining the answers at a glance. Basic-
ally, each letter of the alphabet in each
word is moved one letter to the right.

Ex.

KNHJ TMCDQ SGD QTF
ILOOK UNDER THE RUG

For your convenience a short program
is provided below (for Apple only) to
decode the hints on your computer.

10 HOME
20 VTAB 8: PRINT "ENTER CLUE BELOW:"
30 HRZ =1

40 VTAB 10: HTAB HRZ: GET CHAR®
50 IF CHAR$ = CHR$ (3) THEN 180
60 FRINT CHARS

70 A = ASC(CHARS)

80 IF A = 90 THEN A = 64

90 IF A = 13 THEN 10

100 TF A<>32 THEN A = A + 1

110 CHAR3 = CHR3(A)

120 IF HRZ = 39 THEN PRINT CHR4(7)
130 VIAB 12: HTAD lIRZ

140 PRINT CIARS

150 IF HRZ = 40 THEN 30

160 HRZ = HRZ + 1

170 GOTO 40

180 HOME:END

Note: Only letters are encoded, numbers
and symbols remain the same.

This hint-booklet is dedicated to Margaret
who understood and was always there.
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GENERAL HINTS

Ulysses and the Golden Fleece by Wil-
liams and Davis is an adventure from Sierra-
On-Line. Ulysses features multi-color Hi-
Res graphics and short descriptions. Uly-
sses is a trek through ancient Greece in
search of the legendary fleece.

It is a very popular journey, one that
thousands of Apple owners take. Actually,
the game is a hodge-podge of ancient Greek
stories and legends. Many of the problems
in the game require a rudimentary knowledge
of the myths.

The theme of Ulysses, the search for
the golden fleece, is borrowed from the
myth known as Jason and the golden fleece.
Briefly, Jason and the crew of the Argo sur-
vived many perils and eventually recovered
the golden fleece for the king of Thebes.
Along the way, he encountered harpies and
some very high cliffs which had a habit
of crashing together when a ship was be-
tween them.

Among the other myths is the legend of
Daedalus and Icarus. They were a father
and son who escaped from prison by fashion-
ing wings out of giant feathers and wax.
they soared out of prison but approached the
sun and plummeted to their deathes (melted
wax). In a way, this myth was incorporated
into the adventure.

Most of the problems however, come from



The Odyssey, the epic novel of the wander-
ings of Ulysses. Read about the Sirens,
Polyphemus, Scylla and Carybdis, Pluto and
Neptune. They all apply and a basic know-
ledge of them is essential to sucessfully
completing the game.

Ulysses and the Golden Fleece is a
very poetic adventure filled with pithy
maxims and magic words. If you cannot
remember all of them, it is advised that
you write strange words down right away.
Part of the challenge is not so much learn-
ing them as it is knowing where to use
them.

Ulysses is a very large adventure.

While it is no Time Zone, the map for it

is quite crowded. The underground passage-
ways could be considered mazes because they
are so large and each room resembles the
other. The game really is an epic adventure
.and when you finish it, you should feel a
great sense of accomplishment.

Most of the action is spent wandering
from location to location, through forests,
oceans, jungles and caves. Everything that
is found, should be kept. You may have a
large inventory with you. Also, some ob-
jects that you pick up in the beginning of
the game, you must keep to the end game,
Colossal Island. You should never really
drop anything unless you have used it and
you do not think that you will need it again.

Ulysses' parser is probably the most
complex of all of the Sierra On-Line ad-
ventures. Though only two words are used

P

per command, the program will often prompt
you several times with, "with what", "how",
or "where". This does not mean that it
understands everything. You should be '
mildly frustrated, vocabulary was never this
series' forte. If you read the myths men-
tioned and decode a few clues, you should
have little problems solving the game.



ABOUT THE MAP

What word describes the map for Ulysses
and the Golden Fleece? "Big" is a possi-
bility. Probably the best, though, is
"Odyssey". Wandering through towns, oceans,
forests, caves and jungles certainly is
an Odyssey. Yet for all its size, the map
for Ulysses is not all that complex.

Probably the most complex part is on
the Isle of Storms, in the jungle. With-
out a map to guide you, it can be confus-
ing. Another problem that people always
seem to fall into, is the ocean. "Why
isn't there a map for the ocean?", they
ask. Well there is, but they want the
map that takes you past the storm. Well
we cannot put all those locations on our
map, but there is a map in the game, that
will,

People get confused when they see
the map for the Isle of Storms. We know
that it can be difficult to follow the
map back and forth, across two pages, but
that is the best way to do it.

In the Enchanted Ocean, have left out
a few locations. Near the sirens, you will
notice that we have not shown E-1, N-1.
That is a deception. That is all that we
are saying...
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TOWN IN GRELCIE

What ic in the forest?

A.
B.
Ce.
D‘

-
D
4.

Ir.

Do

Dwoknqd hs sgnantlgkx.

Knnj ze sgd lzo.

Sgdgd hr z bgdra.

Sgdgd hr zkrn z uzktzakd bktd.

7Zs nmd onhms xnt qdbdhud z vzqmhmf{.
Fhme 7z onshnm nm ggd hrkd ne rsnglr.

T need the bottle?

Xdr.

¥nt mdde z ansskd zmc vezs'r hm hs.
Sed mnsd bnldr hm gzmcx kzsdqg.

Sgd ansckd gnker khpther.

Khjd onshnmr.

How do I enter the castle?

A.
B.
C.
D.

Sqgx szkhjm{ sn sgd 1tzqc.

Sed 1tzqe srjr xnt z ptdrshnm.
Zmrvdg gtl.

Rzx "xdr".

What do I do about the thieves?

A.
Be
C.
D.
.

¥nt mdde rnld ognodbshnm.

¥nt tentkem's n hm zkkdxr zknmd.
Ghqgd z bqgdv.

Uhrhe sped jhmf zme fde rnld Inmds.
Xnt ltrs anv sn ghl.



5. Which item shouldn't I buy?

A.
B.
C.
D.
K.

I'nne ptdrshnm.
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Int bntke okzx sgd fzld zmc ehmc nts.

Vehbe hadl rddlr lnrs trdkdrr.

Sgd bzudgmr zkk gzud fknvhmf 1Inrr.

Xnt cnm's mdde sgd kzmsdgm.

[low do I get the crew?

A.
B.
c.
D.

Sqgx szjhmf sgdl.
Sedx enm's vngqj enq mnsghmf .
Fds rnld Inkc egnl sgd jhmf.
Ugx "Ghgd bgdv"

What do I do with the puard on the docks?

A.
Be
Ce
D.
E'
F.
G.

Ad eqhdmclcx.

Bnmudgrd vhsg sgdl.

thqrs uhrhs sgd jhmf.

Gd'r ins rnldsghmf xnt mddc.
I qdudzkr z rdbqds.

Gd bzm ad aqhadc.

Trd crd bnhm (zmrvdq xdr).
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8. llow do I get out ol port?

A. Hs hr zklkk rn rhlokd. 5
B. Sqx "Vdhfg zmbgnq".

C. Gnv zants "Fn nbdzm".

D. Sgdm trd chgdbshnmr.

9. What does the king want?

A. S5gd fnkedm ekddbhdq.
B. BRnld gdrodbs.
C. Gd vzmsr gtlhkhsx (Anv sn ghl).

10. How do I open the chest?

A. Gzud xnt entmec gdgbtkdr?

B. Rzud sgd bgdrs eng kzedqg.

C. C qdudzkr z rdbads.

D. Nodm sged bgdrs nm bnknrrzlc hrkzme.
E. Trd hs zfzhmrs sgd rjdkdsnmr.

. Trdrg lzfhd gt

G. S5gx rudmddrzr.

H. Gnv zants dbddke.

THE OCEAN

l. What do I do about the condor?

A. Qdzc spd rdmdqzk ghmar.
B. Xnt rentkc zkvzxr szjd sghmf.
C. Gtonax, adenqgd hs vzrsdr nudganzac.
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Can I catch the albatross?

A. Mn hs ekhdr zvzx.
Bs Hs hr zm nldm.
C. Thzjd rtad xnt ohbj to hsr cgnoohmfr.

How do I get through the storm?

A. Sgx chqdbshnmr.

B. Z 1zo vntke ad mhbd gdqd.

C. Xnt bzmmns ehme sged 1zo.

D. Xnt 1ltrs gzud bnmmdbshnmr.

. Vgzs che xnt trd sgd bnhm enq?
F. Aghad ftzqc zs cnbjr vhsg hs.

Why can't I get to the albatross?

A. Xnt'ud addm trhmf sgd lzo, gte?

B. Hs hr 2z bzrd ne vgdgqd cn xnt fn
chqre.

C. IBhars in sn sgd zkazsqgnrr sgdm bnmeng.

hould I land on the Isle or go past it?

A. Gzud »nt addm hm sgd enqdrs hm snvm?
B. Sgdgd hr z ldrrzfd sgdqd.

C. Sgd hrkd ne rsnglr hr udqx hlonqszms.
D. Xnt mddc sgd onshnm enq mdostmd.

What is in the ocean?®
A. Vegzs cn xnt sghmj?

B. Vzr spd anzs rtmj xds?
C. Sedgd hr nmkx vzedq hm sed nbdzm.
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THE ISTLIE OF STORNMS

l. How do I climb the clif'f?

A. 5qx hs.
B. Sgdx zqd 1ltbg snn ghlg.

2. What is in the jungle?

A. Sghr hr z bzsbg-zkk pldrchnm.

B. Dwoknqd hs sgnantfglkx.

C. Dudm dwzlhmd sgd sqddr.

D. Sgdgqd hr z aghckd zme rnld ctrs.

3. Where is the magic potion?

A. Che xnt gdzq 2z ataalkhm! unhrd?

B. Hs hr mns hmn sgd roqdul.

C. Sgd onshnm 1zx mns ad rn nauhntr.
D. Hs hr hm gsgd bzud.

E. Zanud sgd gnkd.

I'. Hm sgd engl ne z roqhmf.

G. Trd sgd ansckd.

4. Why can I gsce underground?
A. lins adbztrd ne sgd kzmsdgm.

B. Ognrognqtr khmdr sgd vzhlkr.
C. Xnt cn mne mddc epd kvnadgm.

5. How can I get over the ctream?



15

A. Xnt #qd snn gdzux sn bgnrr hs.
B. Knnj 7z sed 1zo.
2o Xnt bhzin bhgbtludms hs.

Can I put the iire out?

A. lle nmkx xnt bntke chudgs sgd rsqdzl.
B. Lzrrhud sintmer ne vzsdq zqd mddcdc.
C. I 2zl zeqzhc sfzs xnt bzmnns.

Illow can I ¢et past the fire?

A. Zradrcnr bknsghinf?

B. Zmmnhme sexrdke.

C. Ontq vzndg nm xntqrdke.

D. Sgx vhind. Ontq vhmd (nm T.d).

[lTow do T pel over the fjord?

A. Onn ezng eng itlohm! .

Be Bnld hedlr bnld hm pgzmex gdqd.
Ce Lizjd z aqghcfd.

D. Sedqd zqd gnbjr nm nsgedq rhed.
e Sgx srgnvhnl sed gnod.
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I'e Trd rmldsghmf{ dkrd.

G. Trd srd kdzsgdq rsqzor.

H. Shd sgdl snidsgdq. Shd roqzor sn
rSQZor.

I. Sepqnv gedl.

What do I do with Pluto?

A. Gd vzmsr xntqg rntk.

B. Gd hr nmd sntfg cted.

C. Gd bzm's ad jhkkdc.

D. Gd bzm ad cqhudm zvzx.

B, Oktsn gzr rdmrhshud dxdr.
F. Sggqnv rnld ctrs hm sgdl.

10. How do I get past the dragon?

A. Zunhc ghl.

B. Gd bzmmns ad zunhcdc.

C. Sgdgd zqd svn vzxr.

D. Nmd vzx hr sn zsszbj ¢hl.

E. Mns vhsg z rvngc.

F. Trd sgd ctrs.

Ge Trd sfd ctrospdqd hr # adosdg vzx.
II. Zoo0dzlk sn ghr (gddc.

I. Gd khjdr idvdkr.

J. Thud ghl sgd azf ne (dlr.

1l1. How can I cross the prcat canyon?

A. Hs hr bdgszhmkx snn czq sn itlo.
B. Gzud xnt entmc odfzrir :ds?

C. Odfzrtr hrn's zgntmc.

D. Qdzc sgd i'dmdqzk chmsr.

BE. Vgzs chc czdczktr zmc hbzqgtr cn?
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I'. Che »nt chme sgd bnmenq?

G. Oktbj rsd ahgec. Spgdm eqx lzjd vhmfr,

H. Vhaer voaw zme edzggsdqr.
I. Sgdm ety zbgnrr.

12. VWhat is Lhe importance of the rock?
A. Xnt 14z sbgnrr sgd bzmxnm?

B. Sgd qnbj hrm's udgx hlonaczms.
Ce Vgzr: hr tmedq hs hr.

TIIS BHCHAMNTED  OCEAR

le Why is thics part of the ocean called
enchanted?

ARe Vox mnge?
B. Adbzird roqgzmfd sehmfr gzoodm.

1
-
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C. Is hr udgx lzfhbhzk.

How can I avoid being crushed betwecen
the cliifs?

A. Sgd jhmf'r recho hr ceurs,
B. Xnt gqdzc snn lzmx lxegr.
C. S5gd bkheer cn mns 1lnudq.

How do I kill Neptune?

A. Vegzst Jhkk 2 fnel?
B. Xnt bdgezhmkx bzmmn:s jhklk ghl.
C. Xnt bzm bgzrd ghl zvuzx.
D. Vdgd xnt hm sgd enqdrs hm snvm?
E. Che xnt gddc sgd vazqmho!™?
I'. Sgdqd hr z onshnm himn ¢¢d hrkd ne
" renqlr.
G. Xnt rgntkc gzud hs hm xnlq ansskd.
H. Sgx ontqhmi" hs hm sgd nbdzm.

Should I heed the warning ncar the
Sirens?

A. HUs vhkk szjd xnt zvsx cqnl sgdl.
B. He sgzs hr vgzs xnt vaua.
C. Xnt vhkk mdudq vhm he xnt cn.

How do I survive the Sirens?

A. Qdze sgd nexrrdx.

B. Zoognzbg sgd hrkzme.

C. Sgdx gzud zm hlongszme ldrrzfd.
D. Cn itrs vgzs thkxrrdr che
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Ihe Oktf eg¢d bgdv'r dzqr.

F. Shd xntqrdke sn lzrs. (Shd rdke) (Sn

1lzrs).
G. Xnt cnm'e vzms zmx vzw athkcto.
. XKhrsdm ¢n ¢gd rhgdm rnmf.

Where is Deylla?

A. Itrs nd pzoox regd'r mns zgntmc.

B. Cn xnt vzws sn knrd rhw 1dm?%

C. Chem's rhi'm gdg. Vzmsdc snn 1tbg
Inmdx.

llow do T rench the Colosgal Island?
A. EFhme bzgzncehr (Vehgkonnk).

B. Itrs jddo pdzchmi mnqgsg.
(. Xnt bzmmnai lhrrihss
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THE COLOSSATL ISTLAND

1. How do I free the man in the cage?

A.
B.
C.
D.

Gzuhmf" z ahs ne sqntakd, dg?

Mn enqbd ne zglr vhlkk vngj gdqd.
Bnld lzthb vhkk, sgntiy.

Sgd zmrvdg 2z R zme hr nn hrkzmc.
Gzud xnt rdzgbgdc sgd itinllkd?
Gzud xnt entmc sgd ahl cqdd?

s rzxr rudmddrzr. lkzx hs rknvkx.
Tmrbgzlakd hs ehqrs.

Hgd vnge hr rdudmrdur.

Sehr rozbd gdrdqude enqg bydzsdqr.

2. What do I do with the man?

A.
B.
C.

ogd nmd xnt egdde?
Zbbdos ghr fdmdgnrhex.
Sgdm kdzud ghl zknmd.

3. What do I do with the Cyclops?

A’
B.
C.
D.
I.
Ii‘.
G.

Qdzc sgd ncxrrdx.

Knnj zs ghl. S2zkj sn ghl.

Lzjd ghl zm needq.

Gd khjdr vhmd.

Gnv cn xnt 1zjd lnqd vhad?

Sxod Iqzodr.

Sgdm fds ghl cqtmj zme jhkk ghl.

4. How do I kill the cyclops?

A.

Rdd ptdrshnm sgqdd.

20
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B. Vedm cd'r (nmd fds sgd sqdd.

C. Gzgcdm hs: vhag z ehqd.

D. Sgx rgzaodmhmf sgd sqtmj hmrsdzc.
L. Pds ¢h)l cqlinj. (Lzjd vhmd dsb.).
I'e Jhkk bLxbknor. Vhsg sqtmj. IIm dxd.

What do I f(eced the men?

A. Hr sgdqd zmxsghmf dchakd nm sgd
hrkzmc?

B. Eqther twme adgqhdr vnm's cn.

Ce Gzud »nl entme sgd bxbknor?

D. Akhme ¢hl ume szjd ghr rgddo.

¢ Xnt vhlkk wdde sn bnnj sgdl.

I'. Cn xnt »uwd vnne zme z ekhms?

G. Lzjd =z chqd zmec gqnzrs sgd rgddo.

Ilow do 1 lill the skeletons?

A. NMnshbd opodu enm's jhkk xnt ghfgs zvzx?
B. ¥Xnt wmdde rnldsghm{ wdgx 1lhfgsx.

C. Z2 okzhin rvnqe vnm's cn.

D. Vpzs ond xnt addm bzggxhmf{ zgqntmc...
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. Zkk sghr shld?

" Nodm sgd bedrs.

ie Trdig lzfhbt vngc .

. Sgx zkk ne ggd nmdr xnl junv,
I. Hs hr z vnqc rodkkdec azbjvuqer.
J. S5gx dbddke.

et What do'T do at the great c¢lil?

A. He bzm's ad bkhladc.

B. BRnld 1zfhb vntkec ad gdkoctk

C. Sghr hr- z oghrnm rsddo,..

D. Gzud xnt addm on sgd rhqdonr?

E. Hgdx thud xnt zm hlonqg:zms vngce.

F. Rzx rtoodkstdk zmc xnt rgzkk dmsdq.

8. How do I reach the Ileece¢®

A. Czmfdantr sgnqmr aknbj «gd vazx.
B. Xnt bntkc sox xnta vhmir.
C. Ng xnt bntke trd odfzrir.

9. How can Pegacus be ireecd?

. Odfertr hr bhezhmde *to.

B. Trd sfgd dmbgzmsde rvnqgce.

C. Gzud xnt cqddc sgd lzm canl sgd
gzqohdr?

D. Gd thudr xnt zm dmbgzmaode lzkkds,

B. Trd sgzs.

10. What do I need to ride Peyacuu?

A. 2 rognmfT rsnlzbhe.
B. Xnt mddc 2z aqhckd zmc rnld qdhmr.
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COMPLETE LIST OF ITEMS

This list contains only those items
that can be picked up and carried. It is
intended as an aid for the player who needs
to know what he is missing. It should not
be studied too closely by those who have
not yet solved the game.

Bag of Gems

Bag of Gold

Bag of Silver
Bottle

Chest

Condor

Flint

Gold Coin

Golden I'leece
Grapes

Jeweled Bridle
Lantern

Leather

Mallet (Enchanted)
Map

Note

Reins

Rock

Rope

Sheep

Small Tree Trunlk
Sparkling Dust
Sword (Enchanted)
Sword

Water

Wax

Wine
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JUST FOR FUN

Each of these suggestions should really
only be tried after one has solved the game.
In fact, just looking at some of them might
give away problems. Also, many of them
result in death, and unless you have just
saved the game, you may not want to risk it.
But anyway... '

/

Have you ever tried...

Getting the crew (without money)...
Killing the guards...

Trying to get in the castle again...
Killing the storekeeper...

Pouring wine on the fire...

Talking to Pluto...

Killing the Dragon (with the sword)...
Jumping across the canyon...

Throwing something into the (jord...
Not bowing to the king...

Walking in the alley alone (with gold coin)
Swimming in the stiream...



Ulysses and the Golden F i

of Sie?ra On-lLine Inc. P%gigg'lgng E:gggit
liates 18 nol, in whole or in part, affil-
lated with Sierra On-Line. The Uiysses
logo and the Sierra On-Line logo are both
trademarks of Sierra On-Line Inc.

We hope that you have enjoyed the
use of this booklet, and that you have
recelved the maximum benefit possible.
If you should still be having any problems
with this game, feel free to send in your
querles. We will try to answer your letter
as soon as possible, providing you with per-
sonal service. ;

Also, should you have any complalnts
or suggestions about this, or any other of
our products, feel free to wyrite us. ;

Your purchase assures you a free
catalog with your order and quarterly up-
dates. Anyone can order another even 1f
they have not purchased any of our products.

Witt's End Assoc.
42 Morehouse Rd.
Easton, CT 06612
(203) 254-0728

llappy Adventuringl!
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